ABSTRACT
INTRODUCTION
Mobile multimedia has become an integral part of our lives. A vast variety of multimedia services are email, messaging, networks, mobile payment, mobile video conferencing, video and audio streaming, etc. Within the last few years, mobile multimedia has become the accepted standard, driven by developments in end-user devices, radio networks, and back end services. The evolution of cellular networks and related technologies has recently been very fast. The transfer rates and low latencies for packet data required by many augmented reality applications are feasible using the upcoming generation cellular networks. Together with evolving transfer speeds, miniaturized displays and accurate positioning enable the building of a commercial mobile terminal with sufficient capabilities for mobile augmented reality in education.
Augmented Reality
Augmented reality is a direct or indirect view of a physical, real-world environment whose elements are augmented by computer-generated sensory inputs such as sound, By video, or graphics. It is related to a more general concept called mediated reality, in which a view of reality is modified by a computer. As a result, the technology functions by enhancing one's current perception of reality (Graham, Zook, and Boulton, 2012) . By contrast, virtual reality replaces the real world with a simulated one.
Augmentation is conventionally in real-time and in semantic context with environmental elements, such as sports scores on TV during a match. With the help of advanced augmented reality technology, the information about the surrounding real world of the user becomes interactive and digitally worked.
Mobile Augmented Reality
Mobile Augmented Reality makes it possible to create new kind of services and applications. Some example applications of mobile augmented reality includes, personal navigation, guidance systems, tele-operation, security, entertainment, e-commerce and personal services. Generally, augmented reality is defined as to mean any case where computer generated objects, text, pictures and sound are added to the user's perception of the real world. By making augmented reality work in mobile environments, people face new challenges in positioning, registration, system performance and energy consumption.
Some experimental mobile augmented reality systems have been built, but most current systems work only in a restricted area and do not have sufficient means for communication. They usually use commercially available or self-built wearable computers as their platform and their application area is often limited to some specific tasks.
Mobile augmented reality has long sounded like a wild futuristic concept, but the technology has actually been around for years. It becomes more robust and seamless with each passing decade, providing an astonishing means of superimposing computer-generated images a top user's view of reality, in order to create a composite view rooted in both real and virtual worlds. Although augmented reality applications run the gamut from interactive map overlays and virtual showrooms to massive multiplayer king of the hill titles and the like, each piece of software hones in on smart-phone and camera functionality to create a more immersive experience (Widder, 2014) . So it should be very effective for education.
Mobile augmented reality provides learning designers and educators with a new opportunity to start thinking more deeply about the mobile learner's context and situation.
Augmented reality technologies can take any situation, location, environment, or experience to a whole new level of meaning and understanding. Augmented reality is uniquely changing the way people learn with mobile devices (Jason Haag, 2013).
Aim of the study
The aim of the present study was to give some general information about mobile augmented reality which helps to boost the education.
Purpose of the study
The current study reveals the mobile networks which are used in the institution campus as well as university. Also this study discusses the way to develop education and exchange information through mobile network. This article talks about, how to improve the learning through mobile function. Augmented reality is the technology that dramatically shifts the timing and location of learning. This paper describes augmented reality, how it applies to learning, and its potential impact on future education.
Mobile Applications and Challenges
Mobile 
Learning in Augmented Reality
Apart from the subject content itself, pedagogical and psychological issues also need to be considered when 
Roles of Space in Learning with Augmented Reality
When considering augmented reality, people need to take into account the environment that is being augmented, in
order to understand what spatial components can be augmented and why they might want to do this. Dourish 
Advantages of Mobile Augmented Reality for Learners
Besides bypassing learning, these tools can also be set up to support learning. Specifically these technologies are great at providing meta-cognitive information to your students.
Mobile augmented reality provides learning designers and educators with a new opportunity to start thinking more deeply about the mobile learner's context and situation. In fact, the key thing to remember about mobile augmented reality is, that it is about augmenting experiences in real world environments. Augmented reality technologies can take any situation, location, environment, or experience to a whole new level of meaning and understanding. Augmented reality is uniquely changing the way people learn with mobile devices.
Uses of Mobile Networks in Universities
In Universities, the wifi-network was permitted for all learners for their educational purpose. Universities connect their e- 
Recommendation
The author has recommended that, every Educational
Institution use the wifi-networks or the Bluetooth functions to exchange notes between the learners. But, they need to provide required infrastructure and facilities for the same.
Conclusions
The augmented reality technology is a promising and stimulating tool for learning and it can be effective when 
